at eharted it all! 
s~playing game, players become Wizards, Heroes, 
they venture down unexplored dungeons in 
adventure. A full description is available on 
by Peq Bes. - «£6.75 
Wiis 1 st D&D Suppié =NWope magie, monsters & combat system ..-£3.40 
OOR - 2nd D&D Supptement. Hit location, "Temple of the Frog", etc. = 
RDRY - 8rd D&D Supplement! Psionic ability, super-treasures - 
ODS & HEROES - 4th Supp. Rules for incorporating 'The Gods' ...£3.40 
LteS — Miniatures fantastic wargames rules for use with D&D + --£3.40 
CHAIN MATL) Medieval Imipiaturés KU1ES with combat system and fantasy supp. «-.£3.40 
ICE SETS — 4,6,8,12 & 20-sided dice for use with D&D etc. ojs.v ils 95. 
CHARACTER ARCHAIC — Character record sheets and Gamesmaster's h/book, . £2.25 
STER SHEETS ~ Our own sheets, now litho printed 
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intasy Games & Rules 


BATTLE of the 5 ARMIES - Based on the infamous battle from "The Hobbit" 
CITADEL - Quest within a wizard's tower. Includes floor plan maps and cards 
DUNGEON! — Dungeon adventuring on a simplified level. 186 cards, map, pieces 
EMPIRE of the PETAL THRONE - The ultimate fantasy game. Adventure and 


explore Prof. Barker's fantastic planet Tekumel +-£16.75 ! 

LANKHMAR — Fritz Leiber's own game based on the fantasy world of his novels oe e80.95 y S N 
WAR of WIZARDS — Spells at 50 paces as two mighty wizards duel to the death 2-2 £4.95 i ZAR EWS 
WIZARDS & WARFARE - Miniatures rules for fantasy tabletopping at campaign Uvl.. .50+ { {TE B N 
Misc. Role-Playing Game Rules i wr moO Kees 

| 
BOOT HILL — Rules for individual-level wild west adventures ++ +£3.40 ) RED C 
EN GARDE! — The game of social climbing, womanising and drinking in the 17th C...£2.75 i & NEWS Cas | 
GLADIATORS - A realistic simulation of gladiatorial combat without dice Se ey atey 4 yy | 
PREHISTORIC ANIMAL COMBAT — Put on your dinosaur suit and Fight to the death... .70+ i eres wiash sine’ tatty een 
War Games \ PAREN 
1066 - The battles of Stamford Bridge & Hastings. Illustrated counters. Lots of bits. £8.25 r Contents 
FIGHT in the SKIES —- WWI aerial combat. Die-cut counters, map, etc. «+£6.95 So oS 
LITTLE BIG HORN - Custer's Last Stand. Die-cut counters, map, etc. SeeO. 95. { é Page 
MERCENARY — Bribery and corruption in 16th Century Europe. Map, rules, c'ters..£2.35 it DUNGEONS A ar i Editorial 
POOR BLOODY INFANTRY = WWII infantry-level combat ++ «£1.60+ i 3 D&D Society | 
OPERATION MARKET GARDEN — Assault of the Rhine bridgehead ++ +£2.50+ } &é 4 Workshop News 
DO-IT-YOURSELF GAMES - (avid Watts) — "Marching to Richmond" (American BS Ian on the Uxbridge Baseball League 
Civil War), "The Pennine War" (Fictional Lancs. vs. Yorks, battle), "The DRAGONS 6-7 Kendall Johns on 38-player games 
Peninsular War" (Wellington's Campaigns in Portugal & Spain) Ca... 48+ Societ 8 Steven Littlechild on Time Scales 
“THE PENINSULAR WAR" (Shire Publications). Not a game, but a book on Pen.War. .30+ y and Spell Systems in D&D 
eT z 3 : 9 Martin Easterbrook on Alignment 

Miniatures Rules Sci-Fi Games iS OG 2 gy 2 2 a in D&D 

Cavaliers & Roundheads (ECW). ..£2.25 | STAR PROBE (Exploration @ ||P § 3 8 8 z on 11. News Page 

Classic Warfare (Ancients). ..£6.75 Conflict in space)...£4.25 Qe io 5 . o g 9 12 The Workshop Collection 

Panzer Warfare (WWII tanks). ..£2.75 STAR EMPIRES (1st Sup- Exes S a 2 y = ——— --- ~ 

Tractics (WWII arm/inf. Boxed. ..£6.75 plement to S.Probe)... 2? |le Do Ve 7 4Z y é - 

cohitaled (Napalconicaytl ceeeaoe GALACTIC WAR (Battle be- [2 2 3 ° a5 3 Q \ Owe . WEASEL is Games ens es monthly attempt to cat a little ae to the 

Air Power (WWII aerial)...£2.40_ tween 2 starfleets). . .£1.00||s 8 Sg0e am eae ee a een” in the form of articles, reviews, illustra 

Don't Give Up the Ship (Sailing ship iF e233 a2 ; fs Lat ORIN tN IR GL wae 

combat)...£3.40 | Games Workshop catalogue |8 9%, ie Ca me = Oni nop) Compr ioe See com Asia ee ape a ii 
...10p + 6%p stamp 2 N 5 fetishists, Steve Jackson and Ian Livingstone. 
++ Trade enquiries welcome++ i o 


step as predictably late as ever despite our having 
fFicieney ete etc. But we do have some excuses to 

m current involvement in the organisation of the next 
a second chance to throw dice and tantrums in 
amnia. However this time the venue will be 
Hall and the date is set, open your diaries, 

Yigy 12th February }see i or brief details; more next month. 

As mertioned last a gta un moved into proper offices, it's possible for you 
call round and see us any between 11 and 4 including Saturdays. We did suggest though 
that it might be worth a phone call to make sure that at least one of us is there. Well, the 
phone has now been connected up and our number is 01—749-7049. Easy to remember. 
Goody) we}re/ getting nesponse fo our, Subscriber Article Competition. Three published entries 
this month and in case you've forgotten or don't even know about it, I'll explain. The type of 
article we want should fall into one of the following categories: Fantasy, War, General or 
Funny (ha, ha). We'll print entries over the next 8 issues and the winners of each category 
will be announced in issue 27. The prize for each category will be goods from Us, of the 
winner's choice, to the value of £5.00. The length of the articles should be not less than 
one and no more than two pages of Weasel. If for some reason or another any of the categ— 
ories does not enough entries (i.e. three or more) then we reserve the right to cancel the 
category. O.K.? 

And now for a slight deviation from the norm: 

One day, a mouse was wandering through the jungle (must have been on holiday) when he 
came across an elephant in obvious distress. As he got closer, the mouse noticed that the 
pain and sufference registering on the elephant's face was obviously being caused by a large 
thorn sticking in its foot. Being the good Samaritan type, he decided to offer his help. 
"Hello elephant, do you want any help to pull that thorn out of your foot?" 

"Oh, could you. I'd be ever so grateful." 

"Right, come here then, stick your foot out." 

The mouse then started huffing and puffing with all his might to pull out the thorn, which to 
him was exceedingly large and required both hands. Eventually, after struggling with this 
thorn for what seemed like ages,an almighty heave saw the mouse fall back on the floor, 
thorn in hand, and the elephant with a relieved smile on its face. 

"Oh thank you, thank you," cried the elephant, "name anything you want and it shall be 
yours no matter what." 

"Really," said the mouse. 

"Yes, anything at all." 

"No, I couldn't." 

"] insist." 

"Well in that case er............er I don't know quite how to put this but I'm wodering if 
you would mind if we had sex, I mean after all you are a girl and what's more, I've never 
done it with an elephant before." 

"You're joking," said the elephant somewhat taken aback. 

"No, I'm serious." 

"Well, I did promise you anything and so if that's what you want, go ahead." : 
Excited at the prospect of this unplanned opportunity to get his rocks off, the mouse wasted 
no more time, ran up the elephant's leg, moved her tail over and set to with as much animal 
ferocity as a mouse can muster. Meanwhile, a baboon up in the trees had been watching the 
events below and when the mouse got round to doing naughty things to the elephant, the baboon 
couldn't believe it and started jumping up and down. The branches swayed and a coconut 
became dislodged, fell from the tree and landed on the elephant's head, unbeknown to the 
monkey, which caused the elephant to utter a loud cry of "oo000h, ouch!" 

"Suffer baby," said the mouse rather smugly. 


See you next month, 
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D and D. Soctety News 


For those of you new to D&D, the D&D Society costs nothing to join and at the moment 
is simply a collection of names (for players to contact each other) and ideas. Every month 
a page of Weasel is devoted to new members and their letters. 

So what's the reason for having a D&D Society? A very good point. Too many 'members' 
have simply signed up and sat back waiting for news, ideas and contributions from every- 
one else. The D&D Soc. ought to become more active. We are already making plans for a 
D& D-Day in London early next year — there should be more news of this next issue. Perhaps 
other members (particularly those of you at Universities where it is easy to book a room) 
could hold invitation game sessions open to all and which we could publicise for you. 

Another important function which the Soc. could fulfill is that it could serve as a melting 
pot for D&D ideas with a view to publishing these in the form of a book or leaflet (the 6th 
supplement?? "Oh, no!" cries Graham Buckell in anguish!) 

Maybe what's needed is some organisation. Maybe the D&D Soc. should have a Presi-— 
dent, Secretary and so on. Any volunteers? It would be more convenient if London members 
could contact us about this, simply from the point of view that it would be much easier to 
communicate with us — but obviously this is not essential. Most members are from around 
the London area anyway... 

Anyway, enough of the babbling and on to the news. Thanks to all those members who con- 
tributed this month. And remember, if any members would like to play a more active role 


in the i lea jive us a rin 749-7049 ite. 
ie Society, please g ring on » or write Hsu 


Ian Waugh - 13 Briardene Dr, Wardley, Tyne and Wear (DM) 
Steven [ittlechild - 15A Westwood Hill, Sydenham, London SE26 6BL (DM), 
Mike Meara - 61 Borrowash Rd, Spondon, Derby, DE2 7QH (BM) 
Jon Tacey - 11 Old Palace Lane, Richmond, Surrey 

Ray Gale — 3838 High St, Jarrow, Tyne and Wear, NES2 3BH (OM) 
Stuart Clark — "Tirion", 36 Valley Rd, Liverpool, L4 OUD (DM) 


H. Chalkley - Gonville and Caius College, Cambridge, CB2 1TA 
Stephen Ibbotson — Highbank, Old Tiverton Rd, Crediton, Devon EX17 1EG 
Phil Murphy — Lives in Bangor, Northern Ireland, not Wales as we had him down in O&W 141 


Ed Walsh writes: 


«+.could you print a brief index to the D&D articles in the more recent SR"s?... 
(A great idea— we'll prepare one for next issue — SJ) 


Also from Ed: 

»+-On D&D one unsatisfactory feature is that 

players can freely choose what type of being 

they are - elf, dwarf, etc. So you can end up 

with weedy dwarves, stupid elves, etc. 
I use an extra rule which works thus: 

There is an extra dice (8x6-sided) throw, which 

may be loosely termed stature. 

8-13 indicates that the player must be man-type. 

8-7 + above-average Strength = player may 
choose to be a dwarf 

3-7 + above-average dexterity = player may 
choose to be a hobbit 

14-18 + above-average dexterity, wisdom & 
intelligence = player may choose: to be an 
elf. 

One consequence is that hobbits get +2 on mis— 

siles (+1 for hobbitdom; +1 for dexterity) 
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underway, but in the meantime we'd appreciate 
any offers of help, suggestions and ideas you 
may have. 


WHITE BEAR & RED MOON 

As 1am sitting here typing Weasel, the 
postman has just delivered a parcel containing 
our first 10 copies of White Bear and Red Moon. 
These advance copies have been airmailed over 
and more are to follow, but asa special oppor— 
tunity for Weasel subscribers, these 10 are 
available now. They are slightly more expen- 
sive (because of the airmail charges) than the 
normal price, but since we've had quite a few 
enquiries about the game, we thought we'd 
better get them in quick. Price for the first 
10 is £6.95 + 25p p&p (or call round) each. 

What's this all about? If you've never 
heard of the game, it doesn't really matter, as 
you won't mind waiting until the bulk of our 
order arrives. We'll publish a review when 
we've played it but suffice it to say that WBRM 
is... (Surprise, Surprise!) ... a FANTASY 
GAME It's been getting some excellent 
reviews and appears to be another game 
"system! with continual developments. Nice 
pieces, too. 


GAMES WANTED 

As mentioned last ish, the Workshop is 
considering going into publishing its own games. 
We are mainly interested in rulebooks and 
‘pouch’ games which can be produced quite 
cheaply, rather than elaborate boxed board- 
games. If you have any ideas along these lines 
and you'd fancy a life of leisure and luxury, 
living off royalties, then please get in touch. 


The Workshop phone number is: 


01 749 7049 


NEW FROM TSR 

All of the new TSR games, rules and 
supplements are now in stock. Lankhmar 
was reviewed last issue, but the other 
newies are: 


GODS, DEMI-GODS & HEROES 

The 4th D&D Supplement. The book lists 
an enormous number of gods from all sorts 
of different mythologies and provides 
statistics for incorporating each one into 
D&D. 


SWORDS & SPELLS 

This is a set of rules for fantasy table- 
topping, which incorporates the D&D magic 
etc. rules. Campaign-sized battles with 
armies composed of all manner of men, 
wizards, monsters, etc. can be fought. 


BATTLE OF THE 5 ARMIES 

TSR have taken this game over from (I 
think) Excalibre Games. It is a 'pouch' 
game re-enacting the famous battle of the 
same name from "The Hobbit". The unit 
counters are all illustrated (Smaug is a 
100-100-15 piece!) and the game comes 
complete with rules and map. 


1066 

A beautifully produced game of the bat- 
tles of Hastings and Stamford Bridge. The 
game map is double-sided with an expanded 
grid hex overlay. The units are 1 in. diam- 
eter circles illustrated with action drawings 
and there's a whole load of other counters, 
a battle resolution 'slide rule' and the rules. 


UTTLE BIG HORN 

Another new boxed wargame, this one 
based on Custer's Last Stand. Die-cuts 
represent both forces, two maps are prov—- 
ided and rules, Indian Camps and die. The 
rules provide quite a detailed historical 
commentary. 


AIR POWER 

A set of rules for WWII Aircraft Com- 
bat. The rules are, in fact, quite simple 
and much of the book is taken up with 
statistics for incorporating hundreds of dif- 
ferent aircraft. Cut-out turning radius rul- 
ers form the book's centre spread. 


THE DRAGON 3 
The best issue yet, with PLENTY on 
D&D (including sub-classes Idiots and Jes— 
(Contd. on page 11) 


The Uxbridge Baseball League 


As many of you are surprisingly aware, Steve and I are hooked 
on baseball, both the real thing and the true to life simulation’ 
game by Avalon Hill. Steve is a New York Mets fan whilst 
I lend my support to the (far superior) Boston Red Sox team. 
Oh, if only baseball would catch on over here as a summer 
sport instead of boring, boring, boring cricket. . 
Anyway, we have decided to form a league in which we 
can do battle, Avalon Hill style, and settle the arguement once 
and for all as to which team is the best in the world. To add 
realism to this league we are using actual teams and actual 
players. If any O&W reader wishes to enter the league, just 
write in and we'll allocate you a team and give you all the players’ 
names together with some information on their respective batting/ 
pitching averages. However, at this moment in time I don't know how, for 
example, Joe Schmoe in Carlisle with his Detroit Tigers team could play my 
Boston Red Sox team in London as it would take ages to play by post. So, games | 
will probably have to be played face to face with the results sent to us for 
inclusion in the league. 

Historical note: in the States there are 24 major league teams divided 
into two leagues — American and National with a further division of East and We 
West (six in each). At the end of the season the top of the East and West in each 
league play each other ina best of five games series and the winner of the 
American league series then plays the winner of the National league series in a best of 
seven games World Series. The league starts in April and ends in October and with playing 
an average of 5 or 6 games a week all over the country, a baseball player has to be a pretty 
determined character and consistent player to withstand the strain and more directly the 
shrieks and yells of the fickle American spectator. 

To start the Uxbridge League off it has been necessary for Steve and I to manage 
second teams as a Red Sox v Mets series would be a little boring to say the least. 

Well, the first game was played on October 4th at Fenway Park, Boston and the 
Red Sox were host to the formidable Cincinnati Reds who boast such heroes as Pete Rose, 
George Foster and Joe Morgan. However, to say that the Reds got off to a bad stant would 
be an understatement. Bill Lee, the Red Sox pitcher, struck out the first two Cincinnati 
men at bat and the third, Joe Morgan, hit a fly ball into centre field to close the inning. The 
Red Sox then came in to bat and the stale-mate was soon broken. It started after two men 
were out and Carl Yastrzemski' singled (surprising as Yaz usually hits home runs or strikes 
out in the attempt). Carlton Fisk, the next batter, bounced a ball towards Pete Rose, the 
Reds' third baseman; Rose could not come up with the ball and it went into left field. Cesar 
Geronimo picked it up but overthrew allowing Yastrzemski to score and Fisk went to second. 
This brought out Dwight Evans who hit a grounder between first and second base into the 
outfield which allowed Fisk to score the second run. In came Fred Lynn, the Red Sox's 
star rookie, and the score went to 4-0 as he slammed a left field homerun high into the 
crowd. That was enough for the Cincinnati team manager and pitcher Jack Billingham headed 
for the showers as Fred Norman entered the game. A fast ball to Denny Doyle was hit right 
to short stop Dave Concepcion who made an easy play to first to close the inning. 

Things then settled down until a fifth run in the seventh inning by Boston sparked off 
a rally in the eighth by Cincinnati to avoid the shut out. Pete Rose and Joe Morgan reached 
base for the Reds. George Foster drove in Rose to make it 5-1. Tony Perez then slammed 
a ball into centre field. If it had gone through, it would have scored two runners and given 
Perez a triple. The ball game would have been 5-3 with a man on third and only one out. Bul 
up jumped that man again; Yaz made a long run and fell head-long and face down into the wet 
grass to make an unbelievable stop on one hop. Perez was held to a single and Foster was at 
third base. Red Sox pitcher Bill Lee was taken off and Rick Wise came out of the bullpen. 

Cesar Geronimo hit his first pitch into a double play which closed the inning. There was to be 
no other rally for Cincinnati and the Red Sox won the game 5-2, hoorayyy. AAT LA 


LINGRAD infantry unit, but some thoughts on three-— 
able for three players (hence the title of this article!) 
AY | ek <Now or have not considered’ 


playerygames, 
\ i fo) 
an y via 
t RICOLOR psi in O&W 17 inspired Steve 
es for three players. This is a problem 
time — indeed I have been working on some games 
eeg players. But more of this possibly at a later date. 
One problem, as St pointed out, is the 2:1 'ganging up’ which can occur. In two 
of the games mentioned, TRICOLOR (which is a game for 2 or 3 players) and SHOULDER 
TO SHOULDER (a game for three players which may also be played by two — if you know 
the ‘games; you will realise why, I,bother to differentiate) I have not found this to be a great 
problem,’ for each individual game is of short duration so that if 'A' and 'B! gang up 
against 'C' and 'A' eventually wins, 'B' and 'C! are likely to gang up against 'A' in the 
next game thus restoring the balance over a series of games. However, with other games, 
this could be more of a problem. In conversation recently with another inventor-friend of 
mine on this subject, another possible solution was mooted - what might be described as 
the 'casting vote' principle. If a player claimed that the other two were ganging up on him 
he would be allowed to equalize the odds, eg. 2 moves instead of 1. The working of this 
idea would vary in individual games and limitations eg. how often this could be done; a 
player would not be allowed to win by such a move, etc. would have to be imposed. 

In the other game mentioned, THE GAME OF ANCIENT KINGDOMS (a game for 2-5 
players which is best played by 3) the ganging up problem becomes more acute — partic— 
ularly with 5 players, when one can find oneself playing against 4:1 odds! As there is no 
elimination, the game can drag on quite considerably (at least under the original rules) 
probably the game's main weakness. I am glad that Hartland have now sorted out their 
production problems and that KINGDOMS is once more available. If, like me, you were 
lucky enough to obtain an original set you may not be aware of the inclusion of a new rule:— 
Rule 3 - "Each player may move his King once without penalty. Every time he moves his 
King again, all other players may remove one of their tiles from the game..." I have only 
played the game once under this new rule, but it does go a long way towards overcoming 
the above problem. 

Thematic games, such as SPEED CIRCUIT and WIN, PLACE AND SHOW can be played 
fairly successfully with 3 (2 Cars/Horses each?) and most race and word games (eg. MON- 
OPOLY and SCRABBLE) also work reasonably well with 3, but the real problem does arise 
with strategy games, particularly when each player starts with an equal set-up. It is here 
that the hexagonal board really comes into its own. HALMA, for example, can be played 
by two or four players but not successfully by three as one player is at an advantage/disad- 
vantage by being opposite an empty corner. With CHINESE CHECKERS (which is HALMA 
on a hexagonal board with extended sides to forma star), 3 players — and indeed up to6 
players — are possible. The advantage/disadvantage here occurs with 5 players but with 
so many players it is not so noticable; also it is possible to play with 2 and then 3 players. 
TRICOLOR and SHOULDER TO SHOULDER both use a hexagonal board while KINGDOMS 
uses hexagonal tiles. To prove there are exceptions to every rule, my first two games 
use a square board. With the first game players start with equal numbers but no standard 
setup and the 'two-level' board in the second makes the setup equal. 

The first game, SAFARI ROUND-UP (Waddingtons) is another of those games which 
you may have often seen in your local Game Shop but have never bothered to consider. It 
is a better game than the presentation would suggest. It is also one of the few games which 
is produced specifically for 3 players, although it can also be played, with the pieces sup— 
plied, by 2 and 1 see no reason why, with the addition of extra pieces, it cannot be played 
by more, although one might need a larger board. This is a representation of an aerial 
view of a clearing in an African Jungle-over which is imposed an 8x8 square grid. Each 
player has three animals and there are also 50 fences, which cover one side of the squares 
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on the grid and are used by all the players. For the first three turns, each player places 
one of his animals on one of the unoccupied squares of the grid and positions one fence. 
Once all the animals are placed, a player's turn consists of moving one of his animals and 
placing a fence. Animals move as a rook inChessbut may pass over any other animal(s) 
providing there is a vacant square to land on. When an area of 8 or less squares is en+ 
closed, all the animals inside it are removed from the board. The object is to be the last 
survivor. It will be obvious that this can be played with 3 sets of different—coloured pieces 
and matchsticks on a chessboard, however this is a rare example of an abstract game 
which does gain by being given a theme. The use of the animals adds to the game, as they 
are more pleasing to play with than 'pawn'-type pieces. I like this game because it uses 

a different type of strategy to most other games, although with skill a draw is possible. 

My second suggested game, Waddingtons' 4000AD, is one which, surprisingly, has 
yet to be covered by the Weasel. If you have the game, you have probably played the two 
and/or four player version but you may not have tried it with three — it does work! There 
is not the space in this article for a detailed. review of the game, indeed it really does 
deserve an article to itself. Personally, I feel it has many good and bad points, with the 
balance on the good; the major gripe being the poor quality production of the ships. But 
for those of you who do not know the game I will confine myself to comments on the '3-D' 
board which makes the three player game playable. The central playing area (Star Field) 
is divided into 12 sectors (4x3), Each sector contains 4 stars each of which represents the 
equivalent of our own solar system. Two of the stars are coloured yellow and are slightly 
larger than the other two, which are coloured red. The two yellow stars are considered to 
be on one level and nearer, while the two reds are on a lower, more distant, level. To 
move, in one sector, from one star to the other of the same colour, costs '1', while to 
change levels costs '2'. Thus although three players appear to be unequally spaced, be- 
cause of this double level, they are in fact equidistant. 

If you cast your minds back again to O&W No.2 (there are surely other readers who've 
lasted the course!) you may recall that in a review of the Brighton Toy Fair, Steve thought 
that in the Condor 'Play Value’ range, "... OVERLORD and possibly QUEEN BEE may be 
worth a second look...". From his comments in 'that other magazine' we know that he 
wasn't impressed with OVERLORD and I tend to agree although I keep feeling that I ought 
to be -I must play it a few more times. But you have waited until now for news of QUEEN 
BEE which is my third game. Basically, it isa very simple game yet it is one I keep ret— 
urning to and finding new enjoyment and challenge in. While it will never rival the great 
classic games like Chess and Go, it is still worthy of consideration by any games player 
and for a game that retails for around £1.20, it must be one of the best values for money 
on the market. The board appears rather small for a serious game; a hexagonal grid with 
only a 8-hex side. However, this is deceptive, for one plays, unusually, on the intersec- 
tions. Pieces for four players are supplied. It works excellently with three and I see no 
reason why, with extra pieces and a larger board, up to six cannot play it. Each player 
has 8 pieces:— 1 Queen Bee (which is placed on the marked point in the centre of one of the 
sides), 4 Worker Bees (two on each side flanking the Queen) and 3 Warrior Bees (which 
are placed on the points of the hex in Front of the Queen). Warriors move 3 points, Work- 
ers 2 and the Queen 1. Capture is by replacement and no piece may jump over any other 
piece. The object is to get your Queen into the hive in the centre of the central hex. The 
movement around the hexes gives rise to new strategy — rather like playing with knights, 
but without the jumping - and the different 'reach' of the Warriors and Workers results in 
a continually changing defence/attack position. 

So there you are. Three games for three players. Something different to try next time 
you haven't a fourth for Bridge. 

++Kendall Johns-- 


Competition category: General 
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the time? 
the follawing 


‘Ale is wrong? IL Pasi 
time- —scale? 


Each 'turn' represents 2 minutes of 'real! 


divided into 2 one-minute 'moves', 
each of which is divided into 5 twelve-second 


'phase's; Upon Which/this time-scale is based: | 


time, and is 


: Movement + 5 
:12 secs. 
724 


Movement per phase 
Preparing for Combat 
Charging Door * 


Trying Door Handle ** :12 secs. 

To draw or sheath weapon *** :6 secs. x class 
of weapon **** 

To hammer in one spike :24 secs. 


To cast spell, per level of spell: 12 secs, ***** 


Remove spike from door, slowly:2 mins. * 
Remove spike from door, quickly: 1min.}, 

To stand up (from prone) : 24 secs. 

To pick up object from floor, standing: 24 secs. 
To pick up object from floor, prone: 12 secs. 
To search 100 sq. ft. of floor, standing:2 mins 
To search 100 sq. ft. of floor, prone: 1 min. 


To search for secret door :2 mins. 

To search for secret door :1 min. 
previously located 

To reload bow :12 secs. ++ 

To reload light crossbow :24 secs. ++ 

To reload heavy crossbow+++ :48 secs. 

To read a spell froma scroll :12 secs. 


- Two figures, or three if surprise is allowed 


* — 1 figure only. 1 attempt/door/adventure. 
*** — Exception: to draw sword = 12 secs. 
two-handed sword = 24 secs. 

— Weapon classes as in Chainmail; see 
list below. 

- Time = 12 secs. for every 4 levels 
the Magic—User or Cleric is above the 
level at which he could first use that lev- 
el of spell (min. 72 secs.) 
pike breaks on throw of 6 (6-sider) 


ak 
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+ 
* 


*, — Spike breaks ona 5 or 6. 
++ —- Double if moving over half-speed 


Weapons type list (Ref. '****' above) 
Numbers in brackets represent weapon class. 


Dagger (1); Hand Axe (1); Short Sword (2)*; 


Use of Magic 


The members of my D&D Society, and I 
myself, found that the original D&D spell sys— 
tem made Magic—Users exceptionally weak, 
and that the rules for Clerics were very vague, 
so we drew up the following system: 


A. Magic-Users 


Every Magic-User can remember so many 
spells of each level at any one time, according 
to his level (eg. a Theurgist can remember 4 
first level spells and 2 second level spells). 
He can use these spells, and then re-learn 
them (or new ones out of those he knows) by 
spending % hr./spell/level learning them (From 
his magic books or from someone else). 


B. Clerics 


| Every Cleric can cast his spell/spells 


once every 6 hours (ie. 6 hours between each 
spell casting), he need not learn these spells 
— they simply ‘appear’ in his mind. 


C. Scrolls and Magic Books 

Spells can be read from scrolls and magic 
books (either owned, loaned or captured from 
other Magic-Users) in either of two ways: 
1/ The spell goes into the reader's mind, 
where it can be used as if he had learnt it 
| normally, The spell disappears from the book 
or scroll. 
2/ On the first reading, he finds out what the 
spell is. It can then be left on the page to be 
read out loud (ie. cast) whenever necessary. 

However, the spells read from the book or 
scroll may fail due to misreading (see table 
below). 

Note; if spell fails, it still disappears from 
the user's mind, the page of book or scroll. 


from 


Conditions Scroll Spell Book 
Daylight fo} 20 
Shade 10 30 
Moonlight 60 80 
Starlight 95* 99 
Twilight 30-40 50-60 
Lantern 20 40 
Torch 40 60 

For every 1 )ft 

extra distance from 10 10 


lantern or torch 


* (optional) 25% chance that scroll is written in 
luminous/magic ink — then chance of failure 


IS TQ =00%: ++ Steven Littlechild ++ 


(Turn to page 10) 


The Fourfold Way 


Alignment is a part of the D&D rules which often confuses y... DM's. Usually they 
decide that Law=good and Chaos=evil, since this is the simplest,way of resolving a confused 
situation. This is fine for dungeoneering 'pure and simple', where all the lawful characters 
co-operate while hacking their way through the 'nasty' chaotics without a qualm, but many 
DM's are now developing their games into fully fledged campaigns. Here the simple definition 
begins to break down as you find that your lawful player characters are unable to do anything 
but go around performing good deeds and making heroic sacrifices for each other. There is 
no chance for interplay between the characters. 

The extentions to the alignment system detailed by Gygax in the February issue of the 
STRATEGIC REVIEW form the solution to this problem. Law is defined as a belief in order 
and chaos as a belief in disorder but characters may be good or evil in either alignment. The 
system is confusing at first and many of Gygax's Lawful and Chaotic terms are rather sub- 
jective. If you go back to the Moorcock books, where he presented the idea of Law and Chaos 
originally, you find that those worlds where Law rules totally are just as unpleasant (from 
our point of view) as the Chaotic ones. In the ultimate Lawful world, visited in one book, 
nothing at all would happen as any action at all would disturb the perfect order of that world 
(even the slightest movement would break some rule — it's like the Civil Service). 

The best way to describe the four combinations of alignments (excluding Neutrality for the 
moment) is to take a sample creature from each: 

LAWFUL/GOOD (Hobbits)- the typical inhabitant of Bag End is both lawful and good (except 
possibly for a little poaching). They are however very much attached to the order of things and 
consider that the harebrained activities of Bilbo and Frodo have a hint of chaos about them. 
CHAOTIC/GOOD (Elves)- most people overlook this but in Gygax's revised system Elves are 
chaotic. This is quite logical if we go back to Tolkien. The Elves may certainly be seen to be 
good by their treatment of Bilbo and his party but Elves are creatures of magic and they have 
overthrown the order of nature to create their own utopia by the use of magic. Even in the 
D&D rules we may see that they are able to change the natural order of things for their own 
benefit since they are the only magic users permitted to use armour (D&D vol 1 page 8). A 
further good illustration of the Elves' alignment is in Poul Anderson's MIDSUMMER 
TEMPEST where they battle against the industrial revolution with its imposition of the laws 
of science on the countryside. 

LAWFUL/EVIL (Vampires)- these are obviously evil since they rely on the blood of others to 
keep them alive but they are also bound by a great number of rules; fear of the cross, they 
cannot cross running water, they cannot bear sunlight etc. They owe their existence toa 
particular and specialised set of rules and hence are lawful even though these rules are 
extremely evil in themselves, since they permit and encourage the Vampire to act against 
others by drinking their blood. 

CHAOTIC/EVIL (Sauron) - no race seems to typify the ultimate in chaos/evil since to do so 
would have destroyed itself long ago (for instance Ores from different tribes will Fight each 
other, even if they are in the same army, unless tightly controlled by their generals). Sauron 
wishes to dominate the world and control it, this makes him evil, but he also wishes to make 
the very structure of middle-Earth subject to his whim. He intends that no law or rule shall 
prevent him in anything, and with the ring and the Nazgul he would have enough power for thts, 
hence he is also chaotic. 

Thus we have four reasonably defined alignments (given that everyone's ideas on good and 
evil are different let alone their ideas on Law and Chaos). If the Elves were to begin great 
changes in middle-Earth disturbing the homes of the Hobbits and Vampires cin middle-Earth 
it would be Wights) then they would form an uneasy alliance to oppose the Elves. However, 
should the Vampires use this as an oppotunity to become too powerful, the Hobbits and Elves 
would combine against them in the name of good. Chaotic/evil will as before attack or enslave 
anything, even of their own alignment, but the Vampires might be prepared to risk a pact 
with such creatures for their own ends. 


(continued over) 
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Gygax states, that characte 

the cone of their alignment: on His two 
sional alignment chart so that character like 
Bilbo, with slight chaotic tendancies, would 
still be lawful. The character's future actions 
will move him.on this table toward Law, Chaos, 
Good 6MEVil and pensistent behavioun unsuited 
to his alignment will change it. A player may of 
course secretly plot to change his alignment, 
like Sarumann in Tolkien, but the referee 
should insist that the other players have some 
clues of this. 

Neutrality, in my view, may take two forms; 
selfish neutrality like that of thieves ora 

more positive neutrality, which seeks to 
preserve the balance between the other 
alignments and preserve the world as it is, 
which is typified by Druids. 

NOTE: a character's followers need only share 
one of his 'pair' of alignments, though two 
followers with diametricallly opposed align— 
ments could not operate with him at the same 
time. (A lawful/good character could have an 
evil high priest follower who would only come 
to his aid on specific missions against chaos 
and while with this follower the player could 
not act to weaken the powers of evil, although 
they could attack a lone evil monster to rob it 
since evil characters do not have to co-operate) 
co-operate). 

I think that these alignments will provide a 
balanced setting for a campaign as the tendancy 
of evil to prey on each other is offset by the 
handicap of good characters in that they must 
make some attempt to identify the alignment of 
their opponent if they are in an uncertain area. 
I hope that these confusions will be minimised 
if you keep a picture of the four aligned 
creatures in your mind. 


++ Martin Easterbrook ++ 


Competition Category: Fantasy 


WEATHER 
FORECAST 


A new game of pre- 
diction and intrigue 
by the Shioto Corp. 
makers of "Friday 

in Dundee". 


TIME SCALE IN D&D (Contd. from p.8) 


NEWS PAGE...NEWS PAGE. ..NEWS PAGE...NEWS PAGE... 


NEWS PAGE. 


Mace (8); Scimtar (3)%5, Hammer (4)*; Sword 
(4);Broadsword (6)* Battle Axe (5) Military 
Pick (6)* Morning Star (6) Javelin (6)* Filail 
(7) Spear (8) Halberd (9) Pole Arms (9) 
2-Handed Sword (10) Mounted Lance (11) 
Pike (12) 
These are all from the Chainmail Melee Table 
except those marked with an asterisk. The 
Hammer and Military Pick were added in the 
original rules. The rest are weapons my 
friends and I have added. Statistics for these 
(as per Greyhawk "Alternative Combat System' 
tables) are: 


Defender's Armour Class 


Weapon (Wt.-Cost) 2 3 4 5 6 7 8 9 
Sh. Sword (30-7) -3 -2 -1 0 0 #1 42 42 
Scimtar (40-10) -4 -3 -2 -10 +1 +43 43 
Broadsword (100-12)-1 0 0 00 0 0 0 
Javelin (80-3) -3 -2 -1 -10H +2 #8 


Wandering Monsters 
Appear ona 6, rolled every 2 
(optionally) 


or 10 mins. 


Rest 

At least 1 hour's rest (no movement, spell 
casting or learning, searching, etc.) after 
every 3 hours! activity. This rest period also 
affects the chances of wandering monsters: 
Roll 1 die for every 20 mins. of rest time — 

6 indicates an encounter. The time of appear— 
ance of the monster = 0, 20 or 40 mins. + the 
score on a 20-sided dice. 

If a monster appears, characters may 
continue rest or take action (thereby negating 
the remainder of the hour's rest) at their 
option. 

4++Steven Littlechild++ 
Competition category: Fantasy 


P.S. Can anyone suggest what the 'Gem of 
Seeing’ does? 


4+4Gawd! Weasel's beginning to look like a book 
of log tables... Thanks, Steven, for the artic— 
les. I don't know about you, but I can never be 
bothered keeping records of time. I usually 
base the 'Game' time-scale loosely on the 
'Real' time and throw for wandering monsters 
whenever I'm bored, or the party is taking 

too long to make a decision. I much prefer a 
"loose' game to one tightly bound by rules and 
tables. But then I'm sure all the simulation— 
freaks will disagree! SJ++ 


10 


BACKGAMMON 


The London Backgammon Society will be 
holding a Backgammon tournament at the 
Holiday Inn, Swiss Cottage in December to 
find London's champion 'Gammonner for 
1976. Heats begin on Dec. 7th and the final 
will take place on the 14th. 

Details and entry forms may be obtained 
from: The London Backgammon Soc, 146 
Kingsland High St, E.8 (254 8132) 


SHOGI 
jogi evenings have started again! At 


Knight Games (83, Old Compton St, W.1) 
every Thursday from 6 o'clock, George 


Hodges of the Shogi Association will be play—- 


ing and demonstrating Japanese Chess. New 
players are welcome. 


ANT FACE-TO-FACE OPPONENTS? 
—TF you find it difficult to find opponents 


for face-to-face wargaming, Nicky Palmer 
may be able to help you. He is currently 
running a Euro-version of "Operation Con- 
tact". Send him your name and address and 
he will send that/those of any other wargam- 
ers he knows of in your area. He also has 
lists of clubs and games groups. But note 
that this is mainly for board wargaming and 
miniatures; he doesn't know many D&D 
groups — and there is no charge. Nicky's 
address is: Lehwaldsvej 3,8g , DK-2800 
Lyngby, Denmark (or phone 010452881891) 


HELP WANTED 


Douglas K. Dawson (65 Byron Ave, 
Coulsdon, Surrey, CR3 2JS) is desperately 
trying to get hold of a copy of John Scarnes' 
game, "Follow the Arrow". Can anyone help? 


GAMES FOR SALE. 

Graham Mitchell (2 Crossways, Stone 
Cross, Pevensey, Sussex) is selling "Dien 
Bien Phue" + "Battle for Hue" in Conflict 
No. 6, for £1. 


GAMES & PUZZLES EDITORIAL CHANGES 
Games & Puzzles Magazine are at the 
moment without an editor. Davids Pritchard 
and Wells (Editor and Puzzles Editor) are 
now no longer with G&P. Their successors 

have yet to be named. 


FANTASY FIGURES 

Greenwood & Ball have come out with a 
new range of 25 mm. Fantasy figures. 
Haven't seen them yet, though. 


It had to come! A rather belated attempt 
to cash in on the recent Jaws—mania comes 
from a 26-year-old London barrister, 
Richard Macrory, inventor of a new game 
called "Man-Eater" in which players must 
swim for shore whilst being harassed by a 
plastic shark. The swimmers, too, are 
plastic and have detatchable legs — these are 
removed as the shark attacks! 


SWOP_ SHOP. 

Graham Mitchell (2, Crossways, Stone 
Cross, Pevensey, Sussex) would like to ex— 
change any one of Chariot, Spartan, Sixth 
Fleet or Frederick the Great for any of 
Sinai, Red Star/White Star, Panzer Armee 
Afrika, Winter War, Seelowe, Operation Ol- 
ympic, La Grande Armee. Or he will ex— 
change any three for Strategy I. SPI games 
are unboxed, for postage economy reasons. 

Finally, he will trade AH's Third Reich 
for Panzerblitz, France '40, Baseball 
Strategy or Waterloo. 


SKATEBOARDING 

The London Skateboard Championships 
were held at Crystal Palace on Sunday, Oct. 
17th. Ian and I were there and entered a 
couple of events but, needless to say, we 
didn't get very far - but at least we didn't fall 
off! Even though the sport is little-known in 
this country, there are a surprising number 


) SUBSCRIBE 


Owl & Weasel — 20p (from next month) 

The Dragon —- TSR's Fantasy gaming mag- 
azine — £1.25 per issue 

Little Wars - TSR's Wargaming magazine 
” = £1.25 per issue. 


“Subscriptions to all these magazines are 
ble through the Workshop. Send in any 
Sunt over £1 (for Weasel) or £2.50 (for 
igon) and you will be sent copies as they 


me out. Postage is inc. on Dragons; extra 
‘Weasels. 
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of kids who have made up their own boards 
and become quite proficient at it. 

The London championships were domina- 
ted by the "Hard Rock Cafe" team. Not only 
do they make the best hamburgers in London, 
but they also ride the meanest skateboards! 


The Dragon 3 (Contd. from p. 6) 
ters. Jesters tell jokes like Magicians cast 
spells (eg. Obscenity — Renders lawful & Neu 
tral Clerics ineffective for 3 turns due to 
embarassment). My next character will be a 
Jester! Also rules for female characters. 


W 
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